THE SECURITY LEAK FANZINE 



Discover the SECURITY LEAK fanzine - this incredible new 
fanzine is packed with completely original mercenary 
tickets, illustrated star ship floorolans, new characters , 
unique weapons never seen before, medical equipment and 
pharmaceuticals, and also special articles that detail 
the rapidly developing experience of espionage in Traveller, 
official news and occurences about the ever changing 
universe which dozens of races call heme, articles about 
unlimited topics ranging from Zhodani starports to Solamani 
vorlds, and even unrest within the upper circles of the 
mighty Third Imperium. 

The SECURITY LEAK fanzine is perfect for both experienced 
and beginning players, and it also presents both the players 
and the referee with ideas and equipment which can be easily 
integrated into any campaign. 

The SECURITY LEAK fanzine is filled with artwork, worlds, 
characters, and even adventure stories from many of the 
well-known Traveller authors and writers. So give in - come visit our universe! 

The Security Leak Fanzine ; Illustrated. Quarterly. 20 pages per issue. 8*5 "xll" format. 
Rates: (US, Canada, FPO 4 APO) $10 per year, $2.75 single/back copies. All other addresses 
must follow the following rates: $12 per year, $3.25 single/back issues. 

Need news frcm the world? Subscribe to the SECURITY LEAK NEWSLETTER. Every issue has 
official Traveller news, booklet releases, Traveller software and data-base information, 
and so much more. The Security Leak Newsletter : Quarterly. 4 pages. 8^ rt xll" format. Rates: 
(US, Canada, APO & FPO) $4 per year, $1.25 single. Foreign: $7 per year, $2 single. 

Make all checks and money orders to: GREGG GILES, ^200 Park Place, Tyler, Texas 75703. 




Greetings to the Readers of the Third Imperium 

A special offer has been arranged for 
those of you who are now reading the 
latest issue of the Third Imperium. 
It is my pleasure to inform you that 
STAR3ATTLE3 (Mainline) is available 
for the Imperial price of $7.00, im & 
postage included. This offer is good 
only to members of the Imperium. 
Act now Ace, this offer will vaporize 
upon ihe completion of the 2nd month 
of the year 1953. 




STARB^TTLES (Mainline) is an intermedial f#v*1 aame of tactic*] 
.space comb a - . IVs unique ship design (comprised of the 
one shown) i$ what makes the combat and damage ^location most 
realistic of arty gam* yet on the same subject matter 1 So act now 
don't ler thiT $14.00 value slip by your hands. Please make check 
or money order out to Future Combat Simulations and send to ; 




Future Combat Simulations P. Box 9143 Anaheim, CA 923 12-9143 



NOTES FROM THE CAPITAL 



Happy Birthday 1 With issue #9, Third 
Imp&riam is celebrating its second 
anniversary 1 T.I. has now publ ished 
continuously for two years, each 
issue on schedule: longer than any 
other Traveller * an 2 i he ! W#* v# gone 
thr ough a lot ai changes i n eircula- 
t ion and staff , but we have main- 
tained the same high calibre of con- 
tent an d prod uc t i on we a t ar t ed w i th , 
and intend to do so far into the fu- 
ture . 

Wi th the publ ication of tie gaT ra- 
ve / / er, Travel ler has changed drama- 
t i ca 1 1 y , and 7,7, will endeavour to 
change al ong with it, Last issue eon- 
t a i n ed two articles for MegaTr a ve 1 1 er 
(the adventure and Traveller's Hard* 
ware), and this issue is mostly Mega- 
Travel ler , By next issue* the trans- 
ition will be complete, 

To conform with this content 
shift, we will be changing our Star- 
ship Deckp lans feature into a Travel- 
ler Craft column. Each issue we will 
present two to four vehicles, occa- 



sional 1 y w i th dec k p I an ~ , Sub-m \ ss i ons 
to this col umn 3 r e we 1 c orne ( bu t 
p lease include a copy of /our design 
cal cu 1 at i ons 1 ) . 

This i ssue » we a 1 so have par t one 
of a new ser ies cn computers i n Nega- 
TraveUer, and a new adventure b' 
Duncan Torrance, P I us, we have a spe- 
cial feature adapting pr^/ious ~\ /. 
ar 1 1 c 1 es to the new MegaT rave 1 1 er 
rules. 

A f i na 1 unfortunate note : , J „ 

Mamm&f has been cancel led* as 
starsh i p ru I es make i t a I most 
sible to convert to MegsT^ave 
you are i nter ested i n the 



new 

TV. 



Travel ler " version, let us 
if we get eno i ...gh rescor-ae, 
present 1 1 as a ser ies i n 
subscr i Per s .u r. a have a 1 read 
a copy may request a refund 
two I ssues added to t nei f 
tion* 

'Til next t : me ! 



knew, 
ne 

y pa i : 



an 

win 

Any 
for 



have 
tubser i p - 



-Mike J ackson , 
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TRAVELLER'S HARDWARE 



DISGUISE KIT 

Throughout the ages , peop 1 e have wan- 
ted to disguise themselves, whether 
-for drama , fun, or criminal act i v i - 
ties. To this end, the d isgu i se kit 
is produced: available anywhere , it 
al laws an i nd i vidua 1 to change his or 
her appearance at will. 

The TL 7 Disguise Kit costs CriOOO 
and wei ghs 5 kg. It is carried in an 
8L case , and contains a var iety of 
materials. The most o-f important of 
these is makeup : foam rubber to 
change the user \s f ac i al structure 
( larger nose, higher cheekbones, 
etc.), and various colourings to make 
these features look real. It also in- 
cludes wigs, co 1 our ed contact 1 enses , 
dyes for changing skin colour, and a 
mi rr or , a 1 ong with water-solubl e g lue 
and other appl i cat ion materials. 

Disguises made with the TL 7 Dis- 
guise Kit will last no longer than 24 
hours, after which they wi 11 begin to 
literally fall apart, They cannot be 
slept in, and will not survive expo- 
sure to water, A TL 7 disguise will 
al so not stand up to c 1 ose scrut i ny : 
if anyone is close to the disguised 
individual for more than 10 minutes, 
rol 1 the f ol lowing Task: 

To d i scover that an i nd i vidua 1 i s 
d i sgu i sed : 

D i f i cu It, D i sgu i se, I nt , i nsta-nt ( un- 
certain) . 

Referee: The d i sgu i sed p 1 ayer rolls 
for the other half of the task, 
rather than the referee, usi ng his 
or her own DM's. 

Each t ime a person uses the d isguise 
kit, some of the makeup and materials 
are used up , and must be rep 1 aced . 
Far this reason, each use of the kit 
costs Cr5-30, 

At TL 13, a new disguise kit be- 
comes available* It costs O2000, 
weighs 3kg, and has a volume of 5L . 
It contains everything the TL 7 kit 
does , except that skin dyes , contact 
lenses, and wigs are replaced by cell 
dyes, small pills which chemically 
alter the pigmentation of an indivi- 
dual's cells- The change lasts for 
2-12 weeks, minus 1 for every 5 En- 
durance poi nt s the user has . It can 



a 1 so be removed by cell cleanser 

pills, available in the kit. Cell 

dyes are included for skin, eye , and 
hair colour. 

The TL 13 kit also contains equip- 
ment to straighten or cur 1 hair, and 
1 onger- 1 ast i ng versions of the TL 7 
makeup. Age pills, which tighten or 
re 1 ax t he skin, giving the appearance 
of bei ng o 1 der or younger , are i n- 
cluded too. All will last for as long 
as eel 1 dye, and are unaffected by 
water, chemicals, and any other f orm 
of abuse. Detection of a TL 13 dis- 
guise is rolled for in the same man- 
ner as for TL 7 , but it is now a f or - 
midable task, and the watcher must be 
c i ose to the d i sgu ised individual for 
24 hours. 

Rep 1 acement makeup for the TL 13 
d i sgu i se kit is much more rarely 
needed , but is ai so consi der abl y more 
ex pens i ve: Cr 10-60 „ 

Disguising oneself takes 15 to 90 
mi nut es . A task is given for it on 
page 33 of the MegaT ravel ler PI ayer s ' 
Manual . 

A d i sgu i se kit has many app 1 i ca- 
tions and limitations. Most easily, 
it can make one person look like ano- 
ther of the same age and sex. Age can 
also be changed to a certain extent; 
the user can appear to be any number 
of years o 1 der than he or she actu- 
al ly is, and up to ten years younger 
(though never younger than puberty) , 

Sex can be changed, but only 
superficially. The d i sgu i se here will 
be based primarily on clothing, pad- 
ding, etc., and will not work with 
anything less than full body cover- 
i ng . 

Finally, a person may disguise 
h i rase 1 f as a humano id alien of simi- 
1 ar s i 2e , Such a d i sgu i se will cost 
Cr 100-600 , is a d i f f i cul t task even 
with a disguise kit, and will have a 
time increment of 10 minutes. It will 
never 1 ast more than 12 hours, i s 
sup erf i c i a 1 (like chang i ng sex) , and 
will be discovered immediately by 
anyone of the pretended race. Anyone 
who has had frequent dealings with 
the race will have the discovery task 
reduced to routine. Common sense must 
be used here when dec i d i ng what can 
and cannot be done : a human cou 1 d not 
disguise himself as a K'kree no mat™ 



ter how hard he tried* 

A final note on disguise: at 
TL 19 , advanced b i oengi fieer i ng is 
1 eve i oped , a I lovii ng living organisms 
to be directly manipulated into var- 
iant I i f e forms- Using a two-week 
t reatmen t , an i nd i v i dual cou l d be 
permanent I y changed into any sent i en t 
I i f ef orm, and be total ly i ndist in- 
gu i shab l e from any other of the same 
race, 

Cell dye created by Duncan Torrance, 
ALTERNATE POWER PACKS 

^egaTr ave 1 I er lists var i ous power 
packs for 1 aser s , but only in back - 
pack si ze. Other sizes also exist , 
however , offering different numbers 
c f shots. 
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At TL 15, fusion power packs with 
rear -in finite shots (as for pi as ma 
and f us i o n guns ) bee ome av a t l ab 1 e . 
They weigh twice as much as standard 
back -car r i ed power packs, and cost 
ICO times as much. Such packs require 
r ef ue 1 1 i ng and mai ntenance every 24- 
36 hours, depending on frequency of 
use. 




POWERED EXOSKELETOMS 

Or iginal i y developed to al low the 
crippled to move , the powered e:~ o~ 
skeleton is now used in any situation 
w here a t em p o r a r y 5 1 r e n g t h increase 
is required, sue h e % cargo 1 cad i nq or 
c ornbat , et c , when ccrnb 1 red w 1 1 h com- 
bat armour , it forms battle dress. 

A powered ex-skeleton is simply a 
se r v o - p sw e r e d frame s t r ap p ed to an 
individual's body. It amplifies all 
movements, ef f ect i ve 1 y doub 1 1 ng 
strength and gi v i ng un I i mi ted endur- 
ance ( excep t in determining deter - 
m 1 nat ion). It i s p a we r ed by a bac k - 
mounted f ue 1 cell wit h enough energy 
for twe 1 ve hours , and can be worn 
over all armour -except combat armour, 
bat 1 1 e dress , and vacc su i ts . TL 12. 
Volume: 2L . Weight: 10kg. Cr-50 000. 

A heav i e r ve r 5 i on , wh i c h triples 
strength, is also available. It is 
t h i c k er and b u 1 k i er , and includes 
heavy-duty c 1 aws and a 24-hour power- 
pack, TL 13, Volume: 4L . Weight; 20kg.. 
Cr SO 000 > 




ijc/rv. ^£rl . 1 C RL3 5 

Magnus Abel is attempting to revital- 
ize nis TRAV^LLErt fanzine* Subscribers 
wishing to continue snouli send proof 
of subscriptions to Mr. Abel. 



SOLOMANI CRUISER 



Crui ser has high 
I &rge comput er ». 



The Soiomani Cruiser is a large #s-^ 
cart spacecr at t used for pi racy sup- 
press icn, border patrols, convoy pro- 
tection, and minor naval actions by 
the Sol oman i Con-f eder at 1 on * It is one 
of the most common Sol oman i mi 1 itary 
vessel 5 , even occas i anal 1 y encoun- 
tered i n Imper i urn- he 1 d areas of the 
So toman i Rim* 

A versatile ship* the Solamani 
j ump capab i I i ty $ a 
and eight s-p.are 
stateroams (often occupied by ship's 
troops) * It carries two cutters with 
two modules each* all ships carry two 
open modu 1 es , wi th the other two 
ta i 1 ored to the sh i p ' s i ntended mis- 
s ion (usually one ATV module and one 
weapons modu I e ( descr i bed i n Ativan- 
ture ?i BrQ&tfswotd} ) , Some versions 
of the cruiser have replaced two of 
the ship's 1 aser turrets with parti - 
c 1 e accel erator bar bet tea. 

Solntftt Cruiser 9hM444SZHM0MHei90 IKr4S» im tWi 
Merits bntm 8 2 lmt& 

latteries 8 2 TUM, 

PaasM^epsiO. lw:0, Carga;45. F«el:M0. £PM0. Ifility;!. 
Troops: 8* 



DECK PLAN LOCATIONS 



STATISTICS 

Tonnage* 
Crew: 

Dimensions: 

Acce 1 erat i on 
Jump ; 

Power p 1 ant : 
Engi neer i ng : 



Gr-av 1 1 ics 4 .. 

E 1 ec tr on i c * 
Arm am e n 1 1 



Gapac i. ty : 
Veh i c 1 es : 



1000 tons.* 1.4 OOOw 3 *. 
22 crew* 8 troops* 
43* 5m L x 58,5m W x 
12m H. 

4-G constant. 
4, 

4. 40 EP. Agi 1 ity 1 , 
Two Trans star B591 fu- 
sion power plants driv- 
ing one Boeing Mark II-E 
Thruster manoeuvre dr i ve 
and tna Doug las -one 
Hyperthrust j ump drives* 
1 -G f loor f ield* Stan* 
dar d i ner t 1 a I compensa- 
tors. 

Lasz 1 o Electronics 
made 1 /5 computer * 
E i ght triple 1 aser tur- 
rets , remotely con-* 
t r o 1 1 ed f ram br i dge « Two 
part ic I e accel erator 

barbettes* 
45 tons cargo. 
Two 50* ton cutters with 
two modu I es eac h * 



2* 
3. 
4. 
5, 

6, 

7. 

8. 

9. 
10. 
11, 
12* 
13, 



14. 

16, 
17, 
48. 



49. 

50. 

51. 
52. 



53. 
54, 



for 
to 



Br i dge* Stat i on s for pilot, 
gator, and eight gunners, 
Computer, Upper Level . 
Gal ley. 
Sick Bay. 

C ommo n Area. Hatch d ow n to 
taring Area* 
Jump r i v e % Lower Level 
to Engineering. 
Manoeuvre Dr i ve. 
Power Plant * 
Ai r lock . 
Ship's Locker- 
Fuel . 

Fuel Scoops . 
Engineer i ng* Stat ions 
eng i neer s . Hatch down 
Drive, Lower Level . 
Jump Dr i v e , Upper Leva 1 
Avionics. 

C omp u t e r » L owe r Level* 
"47, Staterooms. 
Mustering Area. Troops 
meet and organize here, 
to Common Area. Hatch 
Access Cor r i dor „ 
Cargo Hold. 
Cutter One. 
Cutter Two« 

Access Corridor. Hatch up 
tering Area. Hatches down 
bettes . 

Spare Cutter Modules, 
Part i c 1 e Accel erator 
Access through Access 



navj- 



Mus- 



Hatch up 



si x 
Jump 



and crew 
Hatch up 
down to 



to 

to 



Mus~ 
bar ~ 



Bar-bet te * 
Corr I dor * 
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NORA'A SUBSECTOR 



1 ast subsec tor in the Tro j an Reac h to be co I on i zed , 
As! an i n the ear 1 y 300 ' s , the F 1 or i an i mov i ng in a 



1 1 was -first 
century I ater . 

captured 
several 

with the 
1118 to 
no 



Mara ' a was the 
settled by the 

The two forces met in 1022, and during forty years of war, the Asian 
the wor Ids now known as Af tye and try ao . Since then , there have been 
minor border clashes and frequent Asian raids into the Flcrian League. 

During the Rebellion, the Nora'a subsector is a major battleground, 
F 1 or i an i fighting a ho 1 d i ng ac t i on aga l nst the Asl an Acr 1 akh t . Fr cm 
1120, Dalfi, Vadada, Tanar, and Lafkin fall, but from then on the Asian gain 
more ground. Alirar of the Glorious Empire -is taken in late 1118. 

ALIRAR (0305) is part of the Glorious Empire, which broke off from the Hier- 
ate in 650. Like all Empire worlds, it has a significant human population and a 
mill tary government . 

EAWATRYE (010?) was original ly colonized when a large merchant crash 1 anded , 
str and i ng two hundred Asl an , On 1 y hal f surv i ved , but those few were ab le to form 
a strong, healthy colony despite the planet's corrosive atmosphere and fluid 
hydrogr aph i cs . 

KHTYEKT (0405) is the major Asian mineral producer in the Trajan Reach. 
Chock-full of heavy metals, it has one of the 1 argest depos i t s of lanthanum ever 
d i scovered « 

VADADA (0503) is one of the Florian League's two major industrial centres, 
and its largest starship producer. 

EAHAW ( 0803 ) is a military training and mustering facility for the Ah r cay * i f 
c 1 an , with no permanent popu I at i on . 
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# Water present 
Q No water present 
*V; Asteroid belt 



BASES 

*r Imperial naval base 

a Imperial scout base 

▼ Scout way station 

A Research station 

£r Foreign naval base 

** Foreign military base 
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FEATURE ADVENTURE^ 
AFTER THE FACT 



by Duncan Torrance 

EDITOR'S MOTE: This issue, we are 
bending several policies to present 
this exc i t i ng adventure by Duncan 
Torrance ♦ It is set, not in this 
issue's subsector, but in the Tobia 
subsector (7,1. #5) . It is also set 
prior to the Rebellion, around iii4. 
Finally, most of the starships inclu- 
ded in the adventure have not yet 
been converted to fle$a7rave I ad 1 
other aspects of the adenturt conform 
to the new rules, 

THE MISSION 

While sitting at the Wildeman (Tobia 
0409 B201674-O highport bar, the 
characters are approached by a ro- 
bust - looking fellow who introduces 
himself mm Varn Alficad (B49AA8), a 
local manager far SuSAG, LIC . He ex- 
plains that a crisis has arisen for 
the megacorporation, and some anony- 
mous adventurers are needed to so 1 ve 
i t . 

Two days ago, the Conste I l&t i on , a 
SuSAG -owned st e 1 lar -c 1 ass subsi d i zed 
1 iner (described in Acfx/antur^ £3% 
Signal 6K) used by the corporation* s 
top brass was hi j acked r i ght under 
the noses of both SuSAG and star-part 
security; it jumped before any ships 
cou id i ntercept * The entire incident 
is art embarrassment to both the cor- 
poration and the local port author- 
ity* and has been hushed up. 

The 1 i ner was carry i ng 
VIP's: Varn's brother Sten < 
Selina DiSpaziano (487A89), 
Gwendolyn Lato (5S6CB6) . 
the daughter of the SuSAG 



several 
;C99754) , 
and Dr. 
Sel ina is 
Subsector 



manager , and has been trave 1 1 i ng 
about the area v i s i t i ng var ious com- 
pany installations. Dr . Lato is one 
of SuSAG * s top scientists, currently 
involved in an important research 
program on Pandora. She was on her 
way t a Tob i a with three drums of a 
new drug requ iring further evalua- 
tion. 

If Dr. Lato and the new drug fall 
into the wrong hands, either corpor- 
ate or terrorist, the effect could be 
devastat i ng. Varn will say no more 
about the drug, but offers the group 



Cr 300 000 for the rescue and safe re- 
turn of the Const a 1 1 s.t i on and all 
aboard, with the highest priority be- 
ing Dr< Late and the drug. 1+ the 
characters accept, Var n and two secu- 
rity personnel wi 1 1 accompany them to 
supervise the mission, 

THE SEARCH 

A search of computer records, news 
reports r and d i scuss ions with port 
authority staff will turn up the fol- 
lowing i nf or mat i on : 

I) Varn Alficad's brother Sten 
disappeared two years ago on a scout 
mission to the Islands cluster (Ref t 
Sector) j but he myster iously reap* 
p eared two weeks ago on Wi 1 deman with 
Varn. If Varn is asked about this, he 
will explain that it is actually an 
ex -mar i ne named Zack Tas ig i p 1 ay i ng 
his brother. Tasigi was hired on to 
protect Dr. Lato, and was aboard the 
Constellation when it was hijacked. 




2) Selina DiSpaziano is currently 
running away from an arranged mar- 
r i age between her and the son of the 
sub sec tor Duke . She has gone t hr ough 
sever a 1 sui tors i n the 1 ast two 
years , and was see i ng a rogu i sh man 
for several months before the mar- 
riage was ar ranged . His name is An dor 
Se 1 1 ad i n f and he is rumoured to have 
ties with the Trojan Horde, a local 
p i r ate band . 

3) Four large crates from I i 1 gan 
were loaded onto the Conste 1 1 at i on at 
Wildeman three hours before the hi- 
jacking, with the authorization of 
L ady Se I I na . One car go hand men t i ons 
that they were qu i te 1 arge and col d , 
and ranvind-e-d him of low berths.. 



The only clue that Varn hm about 
the hijackers is a disposable lighter 
irom Eneri*s Star-port Bar & Srili on 
lilgan (Tobia 0309 €46??8"?-8l * found 
in the Canstei I at tan 9 s docking bay 
before takeoff. If the party goes to 
Ixlgan, the bar is easy to find* Reg- 
ulars and staff are very helpful, and 
mention that two p i rates, well-known 
members of the "Trojan Horde," were 




asking questions about a scout named 
Jack Co 1 berg nine days ago. Two days 
I ater , Col berg was found dead in his 
hotel room, shot with a high-powered 
laser* His scout/courier was stolen 
four hours before he was found by ho- 
tel staff, One patron will Mention 
that he heard both of the pirates 
discussing a hijacking and the pro- 
f its t hey wou 1 d ma ke f row i t * 

If the players choose to investi- 
gate Cotberg's room, they will find 
that it has been searched, cleaned , 
and returned to service, However, a 
careful search will reveal a crumpled 
page from a scout service notebook 
hidden in the rooro's heat vent* The 
page descr i bes the loeat % on of a 
rogu# planet in hex 0308 of the sub- 
sector* and the discovery of a hidden 
pirate base. 

THE ROGUE PLANET 

If the players jump to hex 0308, they 
will find themselves in the middle of 
empty space, 5 AU (750 million km) 
from t he rogue p lanet . 1 1 i s a dead 
rock, L120km in diameter, that was 
ripped away f r om its star sever a I 
mill ton years ago and is now wander - 
ing across space. 

The rogue planet is dif f icul t to 



f i nd , as it receives no e I ectromag- 
netic radiation from a star. It can 
be detected by EMS with a Formidable 
sensor task , or by Dens i tometer wi th 
a Routine task* There is a faint EM 
emission 1 evel (masked 2000MW power 
p 1 ant ) detec tab 1 e with neu tr i no sen - 
sors . 

THE HIDEOUT 

In a. crater near the planet's north 
pole is the main base of the Trojan 
Horde. From space, it appears only as 
a small neutrino and IR source, From 
close up, it appears as m large land- 
ing field and a gun tower. Several 
ships are scattered about i two Jolly 
Roger c lass p i rate corsairs (7*7* 
#4), a modified X-boat tender {Sup- 
plement 7% Tr&ders #nd QunbO&ts) , a 
chameleonic 1 ass commerce rai der i$<f- 
v&nture CIass Ships ValurtB 2), Jack 
Colberg* s scout /courier* and the Can- 
stmt t&t ion,, A large hydrogen tank 
( 1000 tons) is set into the cra,tmr 
wal 1 * 

Most of the pirate base has been 
bur i ed or i s underground . 1 1 was set 
up seven years ago by Andor Selladin 
after he found out about the rogue 
p 1 anet from an old scout U ater found 
dead in an industrial trash compac- 
tor). It was originally set up to ex- 
ploit a large lanthanum deposit* but 
two years ago, when the deposit began 
to run out, Selladin started to as- 
semble the Trojan Horde and prey on 
shipping. 

The interior of the base is pres- 
su r i z ed and c om f o r t ab 1 e , with g r a v 
pi ates in most 1 ocat ions. There are 
alarm switches in most areas, and 
many rooms have emergency exp 1 os i ve 
hatches (des i gnated on the map by ac- 
cess pane 1 symbo 1 s ) , 

HIDEOUT LOCATIONS 

1. Cargo Airlock* 6m ceiling., 

2. * Main Storage Area, 9m ceiling. 

There are no gr av p 1 at es in this 
area- Various crates are scat- 
tered here , contain l ng food , 
spare parts, and smal 1 chunks of 
1 anthanum. 

3 . Vehicle A i r 1 ock /Storage/ Mainten- 
ance . Two pressur i zed air/ raf ts 
and many tools are present. 

4 Turr et Tower Base . The tower \ s 
1 8m high with a ladder going up 
to the two tr xple 1 aser turrets 



at the top. They can bm con- 
trolled from there or remotely 
from the Control Centre. A small 
access hatch al lows entry into 
the tower from outside. 

5. EVA Ready Room. This room holds 
25 vacc suits of various sizes 
and designs, as well as various 
pieces of equipment and several 
crates of RAM grenades. 

6. Personnel Ai r lock , 

7. Exercise Room. Can be converted 
into a sick-bay in emergencies. 

8. Main Hall/Common Area. This room 
has two levels, linked by four 
staircases, and is filled with 
var ious trees and plan ts, 

9. Andor Selladin's Suite* This area 
has two levels, 1 inked by a 
staircase. The lower level is a 
comfortable 1 iving area, wh i le 
the upper level is a luxurious 



bedroom. Andor and Selina cur- 
rently reside here. 
10, Galley. 

It. Barracks Rooms. Each has bunks 
and lockers for six people, as 
wel 1 as a fresher . 

12. Control Centre. All airlocks, 
lighting, gravity, power, and the 
turrets are controlled from here. 
This area also contains the 
base's model/2 computer, sensors, 
and life support equipment* There 
is a weapons rack on one wall. 
The base's 2000MV fusion power 
plant Is buried iOm below this 
area. 

13. Drus Storage Area. Various pieces 
of lab equipment are being set up 
along one wal I . 

14. Mining Centre. Contains mining 
equipment and storage bins. 6m 
cei ling, 
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IS- Holding Area, Twenty cells lint 
the wal is, currently holding 11 
pr itontr s p including Vari*** *bro** 
th#r . * 

16. .Nines* 3#v#ra-t fei loaielres of tun- 
nels crimtHCPMM the side of the 
crater » and link with th# b 
h#r#* 

17* VIP Stateroom. Comfortable quar~ 
ters for four* Br* Lata is cur* 
rently imprisoned here* 

18, The Hideout Bar* A complete bar 
and nightclub -for the entertain- 
ment of the pirates* 

1 9 . Catwa J k * 3ns above t he f I oor of 
the main hal 1 « 

A TALE OP TWO HXJACX1N08 

Dv#r « sonth before the hijacking of 
the C&nMtei iMtfo&i Varn Alficad was 
piiiid up for promattwi far tft& 
fourth time in a row, Por days, he 
considered various revenge *ch-MMHi» 
and they all congealed when he stum- 
bled across, a report on Dr* Lato*s 
discovery. Tt*o days later * he mmt 
lack TiMtlftf *ho bare an aiM2inf| Mr* 
sestb twtci> to Ya rn's- lost br- other., H# 
hired him/ and the two set out to hi-* 



jack the €angi&l i&£ t &n mhilm Or* 
Lato was aboard* Zack bad all the 
skills necessary to operate the ves- 
sel, and Ham able to get SuSAG clear- 
ance by posing as Varn*s brother. 
2ack was booked to travel on the Can- 
miwi Imt font at Wildeman, he would let 
Varn aboard and the two would travel 
to Theev (Sindal 030H $ where Lato's 
drug could be mass -produced and sold 
an th# black market* 

Keaimhile, Selina DiSpaxiano, wish- 
i^g to avoid her upcoming marriage, 
planned to run away wi th Andor Sella- 
din* She had him an4 tuo thugs smug- 
gled aboard the Canmtmi l&i tmm in low 
berths! utMit sh# later revived them, 
th» four took over the ship* The fact 
that Dr. Lato was aboard was an added 
bonus for Selina, although it was ac- 
tual ly An.dor*s main motivation for 
the hijacking, 

Varn then hired the players to get 
the CmnMtmi imt ion t and §r« Lato, 
back* When the players complete the 
9f Ui on , V ar n , Zack f an d the two 
guards Ml 1 1 attempt to kill them and. 
resume their plan, taking 0r* Lata 
and the drug to Theev* 

THE DRU8 

Or, Lato and her research staff crea- 
ted a chemical injection, designated 
AX2, also called, the * zombie drug* 1 
It affects the mi-ndt rendtring the 
victim loft susceptible to sugges- 
tion * If an i nd i v i dual i s drugged f 
use the following task* 

To avoid AXZ effects: 
(Difficulty) , Int , End, instant, 
Referee: 'Difficulty is based on dos- 
age siie. Mishap damage is applied 
to Intel 1 igence. Success reduces 
the dose effect by one level (SOfcL 
acts as lOmL, **c*i , Exceptional 
success eliminates all eff- 

ects* 

A lOmL dose of AX.2 Kill result in 
ha 1 1 uc f -nat ions for 1 II hours * Avo i d i ng 
the effects is a simple task- Mishap 
damage is automat ica II y one point, 

A 20mL dose rend&rm the victim 
susceptible to commands. Roil Intel- 
ligence or lower on two dice to avoid 
following any given command. Effect 
lasts for 20 hours. Avoiding the ef- 
fects is a routine task* Mishap dam- 
age §* ii* Gmtimmtt m pa$% is 



COMPUTERS PART 1 



Computers are an i ntegral part of 
Traveller: they serve to inform and 
control, and the skill to use them i 5 
common in MegaTr ave 1 1 er - Yet what 
happened to the rules for them in the 
game? This ser i es of art i c 1 es deal s 
with t hese r u les , some old, f ram 
other publications, and others new. 
All are adjusted to MegaTravel I er * 

There are three basic types of 
computer ; robot br ai ns » ma i nframes * 
and personal computers * Robot bra i ns , 
the smallest and in many ways the 
most complex* are dealt with in Beak 
S f #o£ats* Unlike other computers, 
however , they pursue i ndependent 
thought and action, and are able to 
learn. This versatility makes them 
very powerful , but also too unstable 
for use as standard computers. 

Mainframes are the type of compu- 
ter used on starships and in large 
offices. A large central unit is 
placed in one area, with several ter- 
minals (control panels) scattered 
throughout the working ship /office* 
Large , heavy , and expensive, mai n- 
frames are the only type of computer 
1 i sted i n MegaTrave 1 1 er . 

Personal computers are the most 
familiar form in the late 20th cen- 
tury — a smal 1 , independent terminal 
and central process! ng unit. They are 
usual ly not as powerful as a main- 
frame, but have the benefits of being 
smaller,, cheaper, and quite portable* 
The hand computer is a higher TL per- 
sonal computer » 



From TL 7 to 8, all computers (both 
personal and mainframe) use floppy 
diskettes for programs. TL 7 disks 
can hold about 60 000 words, or 670 
disks to one space of computer prog- 
rams* while TL 8 disks hold about 1 



million words, or 40 disks to a com- 
puter space . D i sks wei gh 50g and cost 
Cr5. 

From TL 9 to 12, computers use op- 
tical storage diskettes (similar to 
laser disks). Optical disks can hold 
some 40 million words, or one space 
of computer programs. Opt i cal d i sks 
wei gh 50 g and cost Cr 10. 

From TL 13- up, computers use holo- 
crystals. Holocrystais can hold some 
400 million words, or ten spaces of 
computer programs. They weigh 50g and 
cost Cr50. 

Disks are usually only used for 
minor programs, such as games or ac- 
counting f i les. Regardless of how 
much free space they have, holocrys- 
tais usually carry only one program. 
In vehicle mainframes, programs are 
often held in ROM storage, requiring 
no disk or crystal. 

A variety of peripherals is avail- 
able for computers* Personal computer 
peripherals are usually extra, but 
mai nf rames automat i cal ly have them , 
subject to TL. 




Battery: For 0. 4kg personal computers 
onl y . A rechargeab 1 e battery 
prov i d i ng one month of power . 
TL 9. 50g* Crl50, 

Large Screen: A large plastic screen 
which folds into the top of 
the computer . All ows use of 
diagrams, maps, and images. 
For use with map box func- 
tions. TL 11, O5G0* 200g. 

Modem; A device al lowi ng commuruca- 
t i ems with ot her computers 
through telephone lines* TL 7. 
O2Q0. 0.5kg. 



Personal Computers 



Model Weight in kg by TL 



qui v . 


Cost 


7 


3 


9 


10 


11 


12 


13 


14 





Cr 800 


4 


2 


1 


.4 










1 


CrlOOO 




4 


2 


1 


.4 








2 


Cr2000 






4 


2 


1 


. 4 






3 


Cr3000 








4 


2 


1 


. 4 




4 


Cr4000 










4 


2 


1 


. 4 



Weight: as shown. Power: O.OOOikW x 
weight- Price: If TL 7, x 2, If 
TL 14+, x 0*5. Volume: weight x 3- 



Optical Reader: An optical device 
that scans and memorizes text, 
i 1 lustrations, and other hard- 
copy. It can be used to ana- 
lyze and compare images* con- 
dense text , check handwr i t i ng, 
etc. TL 8. CrSOO. ikg. 

Pr 1 nter : A paper pr i nter prov i d i ng 
hardcopy. TL 6. Cr300. 3kg* A 
colour laser printer becomes 
available at TL 8* Cr 300, 
0. 5kg. 

Radio: A device allowing communica- 
tions with other computers by 
r ad i o . TL 9. 1 00 g , ( 50km 
range,) Cr250. Rule* dealing 
with c omp u t e r c ommu n i cat i on 
appear in Travel /er's Digmst 
Ng* 8. Available in 
sizes and r an ges for 
computers (stat ist ics 
craft design) . 

Voder: A voice control unit 
voc a 1 command of t he 
an d t r ansc r i p t i on if 
a printer. TL 10* 
0.5kg, 



larger 
vehicle 
as in 



al 1 owing 
computer 
linked to 
CriOOO. 



The standard hand computer is i TL 11 
model f i personal computer , wi th ra- 
dio, battery , and 1 arge screen • 

SOFTWARE 

The main strength of a computer is 
its software, which determines what 
it can or cannot do. The number of 
programs a computer can use is ex- 
pressed in this table: 



Computer Memory 


Model 


Memory in: 
CPU Storage 





1 


2 


1 


2 


4 


l/bis 


4 





2 


3 


6 


2/bis 


6 





3 


5 


9 


4 


a 


15 


5 


12 


25 


6 


15 


35 


7 


20 


50 


8 


30 


70 


9 


40 


90 



Bis computers have no internal stor- 
age. They can only use disks/crys- 
tals. CPU refers to the number of 
programs the central process! ng unit 



can run at once? storage is the num- 
ber of additional programs which will 
fit in memory , wi thout re qui r i ng a 
disk/crystal , 

All computers can do mathematical 
ca leu 1 at ions , store i n format ion, and 
play games. Such programs generally 
take 60 000-20 000 000 words. As a 
general rul e of thumb, assume 
2 000 000 words per model number of 
computer ( wi th model /0 havi ng 
i 000 000). Such programs are rela- 
tively cheap and have little effect 
an the game (unless the players lose 
the disk that had the kidnapper • s 
phone number on i t ! ) . 

The programs below are described 
according to memory space, cost, and 
function. (Cost includes cost of 
disk/crystal . ) 

Artillery: Usually used only with 
hand computers. Calculates 
bal 1 ist ics and f ir ing data 
based on firer and target pos- 
itions, weather , etc . Decreas- 
es i nd i rect fire d i f f icul ty by 
one level when used with all 
i nd i rect f i re weapons except 
grenade launchers. Can be used 
with up to 5 firing units as 
long as they can communicate 
with the computer operator . 
CriOOO, 0,2 spaces. 

Battle Management: Simi lar in func- 
tion to the batt le computer, 
when linked with a large 
screen and map program, this 
program organizes tactics and 
troops on a battlefield. All 
units must be equipped with 
radios. As long as radios are 
ope rat i ng (not j ammed ) , tac- 
tical poi nts poo 1 is mu 1 1 i - 
p 1 i ed by 1.5. tin i ts wi t haut 
operating radios can only use 
unmod if led tactical points 
pool, CrSOOO, i space. 

Bug: Determi nes if a computer term- 
inal is being monitored, and 
gives an alarm* When used with 
Intrusi an program, detects 
presence of a defense program. 
Often illegal,* Cr5000, 0.2 
spaces. 

Copy: Used to copy other programs. 

Such programs vary in quality 

depend i ng on cost and TL. 

Often i 1 legal . * CrSOG-3000, 

0.2 spaces. 
Defense: Used to protect computers 



from unauthorized entry, by 
ei ther rad i a /modem or a 1 i nked 
termi nal . Always kept in star- 
age, not on d i sk /crystal , and 
ready to automat ically cut in 
at any time. Qual ity varies 
depend i ng an cost and TL . Many 
i nc 1 ude feedback ef ects, often 
lethal.-* Cri000-50 000, 0.5 
spaces . 

D iagnost i c: Checks for ma If unct i ons 
in the computer and ail sys- 
tems is connected to. Lowers 
difficulty of d i agnost i c tasks 
by one level. Cr3000, 1 space. 

Envi ronmental : Used on ly on vehicles. 

Manages 1 i f e support , grav 
plates, drives, power plant, 
and other systems on vehicles. 
It is mandatory for all compu- 
ter -equ i pped veh i c 1 es . CrSGOO , 
1 space. 

Ferret : Seeks out desi red i nf ormat ion 
in a system. Usual ly used with 
intrusion program. Often i 1 le- 
gal. * O2000, 0.2 spaces. 

Fi re Control : Usual ly used only with 
vehicle computers. Allows com- 
puter f ire control of any dir- 
ect fire or starship weapons. 
In vehicles, treat FC TL as 
one higher. In starships, this 
program is necessary to fire 
weapons. Cr3000, 0,5 spaces. 

Imperial Second Survey Data: Also 
avai lable via radio link with 
other main-frames. Complete UWP 
data on all worlds within the 
Imperium, and many beyond. 
CrIOOO, 0.5 spaces. 

Information f i les: Fi les of infor- 
mation on machinery, tech- 
n i ques , aperat i ons , books, 
etc . Cost var i es depend i ng on 
size and complexity. Also 
available via radio link to 
other mai nf rames . CrSOO , 1 
space each. 

Intrus i on : Used to break into other 
computer f i 1 es wi thout pass- 
words , ei ther by rad i o /modem 
or at a linked terminal. Qual- 
ity var ies depend i ng Dn cost 

and " " TL . Often" i 1 1 ega 1 . * 
Crl000-50 000, 0.5 spaces. 
Jump : Used only on starships. Con- 
trols the process of jump. 
Given cost and spaces are per 
jump number. CrSOOO, 0.5 spa- 
ces , 

Launch: Necessary for the firing of 



missiles. Controls launch, 
course , and detonat i on . 

Cr-3000, 0.5 space. 
Library Data: Also available via ra- 
dio 1 i nk to other mai nf rames. 
Contains a complete encyclo- 
pedia of the Imperium. Cr2000, 
1 space. 

Map: Holds complete map and survey 
data of up to 100 worlds, down 
to 5m resolution. Can be prog- 
rammed from orbit with an EMS 
array (take i hour per UWP 
size digit). Often used with 
f i re control and batt le man- 
agement programs. Cr 500, 1 
space. 

Navigate: Used only on space vehi- 
cles. Calcu 1 ates courses for 
i nterp 1 anetry travel . Decreas- 
es task dif f icul ty of i nter- 
planetary travel by one level . 
Cr3000, 1 space. 

Security: Usually used only on main- 
frames. Allows the computer to 
mon i tor var i ous sensors and 
set off an al arm if certain 
conditions are met. Can also 
be i nstructed to lock doors, 
release gas, etc. Similar to 
DCS in Customized Starships 
(7.7, M7) and Ant i-hi j ack 
program i n Travel ler . CrSOOO, 
1 space. 

Starship Identification: Also avai 1- 
able via radio link with other 
mainframes. Contains complete 
statistics and identification 
data for over 2000 starship 
desi gns f rom in and around the 
Imper i um, Inc ludes common 
al ien ship designs. Cr 2000, i 
space. 

Virus: Programs desi gned to spread 
throughout a computer system 
for various purposes, includ- 
i ng taggi ng, changi ng, or 
erasi ng programs, ty i ng up or 
crash i ng systems , etc . Often 
illegal.* Cr500-50 000, 0.05 
spaces . 

^Rules for the use of these programs 
will be presented in Part 2. 

Next issue, we will discuss program- 
ming and hack i ng , and in Part 3, we 
will deal with exot i c aspects of com- 
puting. 
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MegaTraveller Adaptations 



With fte$&7r&vel I&r* $ publ ic*t san, 
Traveller has been subjected to a 
huge amount o-f changi* Many veh i cless* 
weapons, and articles that have pre- 
viously been published no longer work 
under the new rules* To this end, *«« 
now begin an irregular series of ar- 
ticles presenting MegaTravel ler ver- 
sions of all the old Traveller things 
we know and love. We begin this i ssue 
with old articles from Third Impmr* 
i urn . 

SK1EUS (7J. I1J 

Mi shields except the Reptlsor kit ire cirri ot ote if** 
Twfeaiftl neapons (large blades, rifles, ttcJ tmA to tsed 
tith a 5*1*14, except by redutitg the shield's artotr vaUe by 2 
and giving a ^2 9K to lit *iti the leapon, #11 shields Iticqrt 
reptlsor belt) ati> deft** tie bearer's frott ui repire a 
stretgth W to am properly, (Ottor»iM f rtdiee artotr vtlte 
by 2 J temt nhm it parettfcests ire apitst tartHtaHkaat 
*eapts aily. Ml ii squre brackets ire against lasers otfy. 

Slfii SKiaS-O; A rottd *ooie* skield, Sim alditiotal frott 

arwmr value of (3) 2. 3kg« CfjBt. 41. 
LARSE SHIELJH; A large rectangtlar tooden slieid. Sim addi- 

tioul front amir value of (4) 2, 5kg. Cr33» 81, 
SMIL SHKLM. A raui tetal shield, fiivM addition! froat 

artotr vaiie of (5) 2* 5kg* Cr50. 4L. 
COLUttllU $8181-71 A trttsparett plastic ikialf, collapsible. 

Sives additional frott arwr vaiie of (41 3 (03, 2fcf* 

CrlflO. 81 (2 thet collapsed!. 
IBFLB SHEW; A rou* refltc shield, (im atfitiuai frott 

artotr value of (5) 2 E*l. 2k5, CriOO. 41. 
flENtSBI KLH& A grav wfctt and licroprocessor. tipeli all 

objects of 500? or less iovia<j it speeds greater tiai 

iQOi/s, {lives addition! arietr valte of UJ 15 COJ (5 

vs. plasi* and ftsioa gats). JQkg* CriSO QW. ISU 

STSL FOM IMi HI 

Cheticsl foaa »Mcl 9 upon contact *itb oiygei, hardens to fort 
piasteel (tales one little), Till contains enough fan for ItoP, 
Earl ruMc leire las a* arwir vake of 30* and is imyti it 
tiff sat taster as a spare tetre Df building. IL 13, SU 3kg* 

CfiM, 

CNHIFUK CNEI tM. I?) 

A fabric cover placed over vehicles *|icb creates a holographic 
iiage ititating the sorrow* U9S. Acts as electrt»agnetic task- 
ing systn nitl respect to mtriao seasors» Betectio* by EMS is 
a fonidatiie task. Has to effect m Mass ietectors and HAS 

e^aipient. Statistics "be Iw art for each spar* metre. II 14. 

IL aj, Cr200, 



mm iij, 13,5) 

t&lW?: SOOg. Tl 2, Cf». IL. 

CAITWP: A tetal spike used to daisge tires or feet of parsaers, 
Soes daiage directly to loctmotion of wheeled vehicles. 
Has no effect or other tekults* HWg, IL 1. Cr2. 0,11, 

taTTLEPMB: S ittrt-loag pole delivering eiectric skxks, ap to 
10 per battery. 750g. TL 5. Cr75. TL. 

mtltm; SOOOg, H A. CrSDO, 51. 

MtTfiOH; Uses springs in fire sial! tetal darts, tipped *ith 
psim or trajuj. 300g« FL 5* CrlSB. 8.31, Itegniie: 250g. 
CfB. 

6AS0TTE: Cord tsed for strangJitg, feftetratiot is ignored. Ices 
die daiage poitUroud uilesi victim takes a disart oppo- 
mi task. No effect oa iaiiyjduais neariig vacc stits, 
cs^at ariour 5 or battle dress, IM9, TL L Cr5. 0. IL. 

OLTttHIHE SAWTTE: Garotte wde of Kire only a fen wl Kales 
thick, Eitreiely sharp. Does daiage by ctttisg throat, 
ratter than straagiiag. Cai be used against arto«red op- 
paieits. 5Qg. TL 13. £r359, 0.1L, 

i«E: A heavy tit* with a ball or spiles at tie rid, 10%, 
TL L Cr 100. LSI. 

mm PISTOL; Fires a tiaiature II kotiag iissile at the t»- 
gti* If tie iissile lisses, it cotes arottd for tp to to 
additioftil passes. 850g, TL 14; Crt2M. IL. Magazise'. 
250g. Cr3000. 

matimi Japanese throticg star, 150g. TL 3. CrlO. 0* IL. 

1K5B: Fires a dart attach to a St cable, thee delivers ar 
electric sfcoc*. Dart is then reeled back it, lattery is 
good for 10 shots. Cat be used oice every taa rooids* 

300f. TL 4. CrlOO, 5.5L, 
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*The ciaiMat uses 11 of petrocheticalS; and cat operate for i 
hotr* Tales 11 mnis to start. 

^Tltis is- lh# toml damage level. Coitat versions do 2 pohts. 
3 This is me dm$e of the dart itself. Poisons act accord iag to 
Tranq founds rules in Players' Manual, 
*Datage per round. 

•Daaagt equals attacler's strength divided by ?. 
♦Person lust roll a task to avoid renting over/stepping ot; 
Rottfte, kx» (vehicle still), -wveteM M, 1 cafcat ntutl 
I absolute), 
Weapon is a pistol,, kt fires as rifle. 
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This index lists all article* imam 
the Mcond year of Thirtf tmpmriam- 
tissues *5~8) < Us#<i with issue W&*& 
First Year Article Index, it can 
east finding any T.I. article* 
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Continued front patgs 13 

A 30»L dose results- in total mind 
control. The victim will do every- 
thing he is told, and will do nothing 
without orders, The effect lasts ID 
days, and avoiding it is a difficult 
task, mishap damage is 23). 

A SOmL dose results in permanent 
mind control, with no chance of reco- 
very. Avoiding the effect I* a forms* 
dsble task. Mishap damage is 3D. 

Dr. Late ia appal led with what she 
has created. Given a chance » she «till 
destroy the AX2 drums — which con- 



tain 1001 of the substance — and ail 
her notes. If the drugs disappear, 
however , SuSAG security will attempt 
to track down the players as pro- 
dab le culprits. 



Advertising rates per issue; $4.00 
business card size? »6«00 for" 1/4 
page* S10.00 for 1/2 page! *20,00 
full page. 



TRAVELLER'S ADVICE 



THIS ISSUE 
UE'D LiKE" TO 
TAKE ft BREAK 

FROM ADvJlCC" ^0 
SHOW SOME PIC- 
TURES FROMOl/R 
CHRISTMAS VA- 
CATION OW 

EF ATE . . . 
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CUR W*Y T6 THE 
COtiOAT ZOW€ B . . 
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HERE ~F ARE XK'N6 
TUfc ATTACK. ../ 





INSIDE EQUIPMENT: AUTOPISTOL 



9mm AUTOPISTOL CROSS -SECTION - SLIDE FULLED BACK 



5 ar " 1 w . Magazine 

Busing Sight sl . de FQ J lower 



3arre 



Firing Pin 
Spring 

\ Extractor \ Firing Pig 



Sight 




Firing Pin 
Stop 



Hammer 
Hammer Fin 
Grip Safety 



Strut Pin 
Sear Pin 
Disconnec tor 



da 



Standard Shell 

1 Mainspring Housing 
•Mainspring Cap 
-Mainspring 
Retainer 
^Housing Fin 



OPERATION: After the magazine is inserted 
the slide is pulled back, loading the first 
cartridge. Firing the Autopistol pushes the 
slide back, loading the next round through 
recoil. In order to fire, the safety lock 
'not shown in cross-section) inust be off. 
allowing the slide to move . The grip safety 
must be squeezed for the trigger to move. 



NEXT ISSUE : 



Feature Adventure - Vendetta 
Goer te 1 Subsector 
Custom i zed Weapons 

Plus: Computers Part II , the 
Glorious Empire, and a pull-out map 
oi Charted Space! On sale in June 
don ' 1 mi ss ft.! 
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SENTRY BOX WEST 



No.1 IN TRAVELLER LITERATURE! 




WE STCCK THE 
FOLLOWING LINES 
OF FIGURES : 
Ral Part ha 
Citadel 
RAFK 

Mini figs 

Martian Metals 

Asgard 

Srenadier 

Frei-korps 

Stone fountain 

Eeroics and 'ios 

Skytrex 

GBQ 

Nai smith 
Dark Horse 
Off the Wall 



'*£ SPECIALIZE IN ROLE FLAYING 3AKE3 % 
BOARDGAMES AND LEAD FIGURES - . * 
ESPECIALLY LEAD FIGURES! 



We stock all the latest TRAVELLER supplements at reasonable prices: 
We also have back issues of Journal and hard to get TRAVELLER figs. 

IF 100 FEED SOMETHING JUST ftSKi 




FOR TRAVELLER: MecraTraveller FOR 2300 ; ^tarcruiser 

Player's Manual Chips of the French 

: ':*:::.zLez The Aurora Sourcebc 
Traveller's Digest 11 



